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Abstract 
The Seven Valleys is an interactive 3D installation based artwork inspired by 
mystical writings of the Bahá'í Faith. Created as a modification of the first-
person shooter Unreal Tournament 2003 (Epic, 2003) it subverts the original 
paradigm of the game to create an experience of the numinous, which in spirit, 
is diametrically opposed to the original intent of the gameplay design. 
This artwork presents an exploration of, and allusion to, the often subtle and 
illusive concepts found in the sacred treatise The Seven Valleys (Bahá'u'lláh, 
1991) in which the user engages in an experiential journey through the work. 
The user is faced with conditions and situations that provide motivation to 
question, explore and attempt to fathom the abstract sense of the numinous. 
Each of The Seven Valleys contains its own individual mysteries while at the 
same time contributing its part to the telling of a collective story.
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1 Introduction 
 
“If an artist of the calibre of Leo Tolstoy had access to the creative, interactive 
technology provided by first-person 3D computer games, what would he 
create?” 
 
Tolstoy’s famous novels are an example of where a classic literary genre has 
been used to minutely examine the human condition with depth, insight and 
compassion. The success of this undertaking is reflected in the continued 
popularity of these works, and the constant references that are made to the 
conceits and constructions made within them. This thesis asks the question: is it 
possible that an artwork intended to deal with equally serious human issues 
could be created with this new interactive technological medium? 
 
Over the past fifteen years a new creative medium has been introduced in the 
form of 3D computer games. The revolution began in 1992 with the release of 
the First-Person Shooter (FPS) computer game Wolfenstien 3D (IdSoftware, 
2006). Today millions of people over the world spend hours each day playing 
games of this genre. Most are based on action, fantasy or horror and rely on 
fast-paced violent gameplay as their main attraction. 
There are some who argue that computer games are an art form in themselves 
while others categorize them simply as commercial vehicles of entertainment 
(Moses, 2006). Regardless of either view there is no doubt that games are a 
powerful cultural phenomena and have become a permanent part of the modern 
psyche. They have been used in politics (EFW, 2004) and by religious  groups 
keen to promote their message (LB Games, 2006). Both sides on the ‘war on 
terror’ have produced games to promote their political agendas (PE, 2003) 
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(GameSpy, 2003) and Christian groups have created titles to promote the 
Christian message (LaHaye & Jenkins, 2006). 
Artists have been quick to pick up on the new medium and have begun to 
explore its potential (Select Parks, 2007). Some have created narrative work, 
known as Machinima (Rooster Teeth Productions, 2007), where the main 
characters are from a game. Others have used in-game intervention to protest 
about war and violence (Schleiner, 2002). Questions about ‘real’ space and 
virtual space have been raised by artists who use a game engine to recreate the 
exhibition space in which their art work is situated (Torsson, 2005).  
Although the technology behind computer games has begun to be put to some 
serious use, examples that examine the human condition with depth, insight and 
compassion are rare. This artwork aims to explore this largely uncharted 
territory. 
Religion and spirituality are a core part of human experience and are often seen 
as a topic of artistic investigation (Clark, 1969). The nineteenth century 
theologian Rudolph Otto coined the term ‘numinous’ (Otto, 1923), which he 
used to describe the a priori non-rational human response to religious 
experience. The numinous relates to close or direct contact with the Divine, a 
theme that is also found at the centre of the practice of mysticism. This artwork 
explores the numinous using the Bahá'í  mystical treatise The Seven Valleys 
(Bahá'u'lláh, 1991) as inspiration. 
First-Person Shooter games have unique features that make them well suited for 
tackling this topic. They provide a concrete example of another world which, it 
could be argued, provides an analogue to the spiritual worlds described by 
many religions. The ability to alter the laws of physics in the virtual worlds can 
be used to create tension and help engage and focus the viewer. Also the 
appearance of transparency and translucency made possible by this technology 
has been used in other media to represent other-worldly or ghostly objects and 
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creatures. Finally, the viewer is an active participant, driving the work, and 
whilst doing so, potentially drawing parallels with the sacred journey of the 
pilgrim. 
This exegesis describes the interactive 3D artwork inspired by The Seven 
Valleys and created using the First-Person Shooter game Unreal Tournament 
2003 (Epic, 2003). Chapter 2 examines the elements of the First-Person Shooter 
genre of computer games and how they have been used by political and 
religious groups and artists. The concept of the numinous is defined in some 
detail and the mystical treatise The Seven Valleys is examined. Chapter 3 goes 
through the artwork itself and describes some of the important key symbols 
used. Chapter 4 looks at the technology behind Unreal Tournament 2003 in 
respect to its creative application and discusses the process of creating the art.  
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2 Literature Review 
The term ‘computer games’ refers to games played using a personal computer 
whereas ‘video games’ include other devices such as consoles, phones and 
mobile devices. Although Unreal Tournament 2003 also comes in console 
versions this artwork has been created with the original PC based game, so the 
term ‘computer games’ is used throughout the document. It should be noted that 
console games do not allow for easy modification, so this type of artistic 
subversion is generally limited to PC games. 
A definitive taxonomy of computer games is yet to be decided upon in both the 
wider and academic community. One of the earliest attempts to categorize game 
genres was suggested by Crawford in his book The Art of Computer Game 
Design (Crawford, 1982). More recently a list of genres based on interactivity 
has been suggested and described in The Medium of the Video Game (Wolf, 
2002). (Apperley, 2006) takes a critical look at the current methods of 
classifying computer game genres and observes that most are based upon 
superficial visual or narrative differences. He suggests that further work be 
done in identifying the underlying similarities of this medium which more 
closely match the ‘unique function and role’ of computer games in modern 
society.  
2.1 ‘First Person Shooter’ (FPS) Games 
As the name suggests, First-Person Shooters, often referred to by the acronym 
FPS, are played from the perspective of an in-game character. The player takes 
on the persona of an actor in the game, essentially giving them the impression 
that they are participants in that world. The gameplay focuses on moving and  
shooting, requiring quick reflexes and high levels of hand-eye coordination. 
Some FPS games also include stealth elements which require players to avoid 
detection and sneak past enemies. 
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In 1992 IdSoftware (IdSoftware, 2006) released the first widely successful FPS 
game, Wolfenstein 3D. It was followed shortly after by the game Doom, created 
by the same company. In Wolfenstein 3D the player is an American soldier 
trying to fight his way out of a Nazi military base. Doom has similar gameplay, 
but uses a science fiction-horror scenario where the player must escape from a 
base on Mars overrun by demons from Hell. Although visual quality has 
improved since that time the fundamental gameplay remains essentially the 
same.  
FPS games have been accused of promoting violence because of their central 
theme of simulated killing. It was widely reported that the perpetrators of the 
Columbine High School massacre (Jefferson County Sheriff's Office, 1999) in 
the United States were FPS fans, citing the game Doom in the video they made 
just before carrying out the shootings.  
Former West Point psychology professor Lt. Col. David Grossman is a vocal 
critic of violence in the media and refers to FPS games as ‘murder simulations’. 
He has written a number of books including On Killing (Grossman, 1995) and 
Stop Teaching Our Kids to Kill (Grossman, 1999). Grossman claims that 
violent computer games train youth in the use of weapons and harden them to 
killing through simulated murder portrayed in games. 
Other notable FPS games apart from Wolfenstein and Doom are: the Quake 
series from IdSoftware (IdSoftware, 2006); the Half-life series from Valve 
Software (Valve, 2006); and the Unreal series from Epic Games (Epic, 2006). 
The Unreal series includes Unreal Tournament 2003, an archetypal FPS which 
includes all the fast paced, adrenaline-pumping gameplay elements of the genre. 
This artwork uses Unreal Tournament 2003 as its creative medium. The 
technical and creative capabilities of the game are discussed in detail in Chapter 
5. 
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Although a core aspect FPS games is shooting, which implies an element of 
violence, the medium has been used and subverted, to a greater or lesser degree, 
for the advancement of religious, political and artistic themes. Although these 
examples deal with serious issues, none attempt to explore the deeply human 
experience of the numinous. 
2.2 Spiritual Experience and Mysticism: the Numinous 
In his book The Idea of the Holy: An Inquiry into the Non-Rational Factor in 
the Idea of the Divine and its Relation to the Rational (Otto, 1923), theologian 
Rudolph Otto describes the term ‘numinous’ which he uses to refer to the 
mysterious non-rational, fundamental quality found in religion and religious or 
spiritual experience. Non-rational in this context refers to that which can not be 
grasped by the intellect.  
Human response to the numinous is comprised of two almost paradoxical 
reactions: dread and fascination. The dread element Otto refers to as mysterium 
tremendum, which is likened to normal mortal fear, but is also fundamentally 
different and peculiar to encounters with the numinous. Mysterium tremendum 
implies three qualities of the numinous: absolute unapproachability; power; and 
urgency and energy. Mysterium tremendum is an overpowering quality of 
something completely outside our realm of experience which induces stupor, 
consciousness of the self as nothing, and unworthiness. 
The fascination element is referred to as mysterium fascinosum, an almost 
irresistible force that draws people to the numinous and counters the dread 
invoked by the mysterium tremendum. A parallel can be drawn with the sense 
of fear experienced when watching a horror movie, and the sense of fascination 
which stops people from walking out of the cinema in the face of this terror. In 
its most extreme form mysterium fascinosum leads to direct contact with the 
Divine producing mystical experience, the goal of the practice of mysticism. 
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According to (Otto, 1923) human beings have an in-built a priori capacity to 
experience the numinous. Although everyone has the potential to perceive the 
numinous not everyone has it to the same degree. It is also impossible to 
accurately describe the numinous to another soul, since it is fundamental state 
of mind and irreducible to any other state. It can only be evoked in a person, or 
alluded to from one who has experienced the numinous to another who has also 
experienced it. Thus art has a special place in attempting to convey or evoke the 
feelings of numinous experience. 
The type of experience given to the world by the technology behind FPS games 
has qualities that make it particularly appropriate in representing the numinous.  
A core belief in most religions is the existence of another world or higher plane 
of existence. Although it can be argued that all art has the potential to transport 
the viewer to another world, FPS games provide a demonstrable example that 
can be seen, heard, explored and interacted with. There are also religions such 
as Buddhism that claim all existence is just an illusion. This technology 
prompts the question: What is real and what is illusion? And further: Is 
consciousness a product of the material world, or is the material world a 
product of consciousness? (Ascott, 2006)  It is possible that reality is a 
symbolic edifice (Zizek, 1993) that requires interpretation through human 
consciousness. If a consciousness existed with a different set of parameters, 
reality could appear quite differently. 
FPS games allow worlds to be created where the laws of physics are different to 
the real world. Used well this can set up a tension in the mind of the viewer that 
heightens awareness and focuses attention. Also translucency and transparency 
have long been used to convey ghosts and other-worldly creatures. Computer 
games engines provide multi-layered transparency that can be applied to objects 
and characters in the game world.  
Not everything that exists in creation can be detected using the five senses. 
Such entities can be termed unobservable  (Unnikrishnan, 2006): in physics 
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there are fields, potential and energy; philosophy provides ideas and thoughts; 
religion has souls and angels; and psychology has theoretical structures of the 
mind. None of these entities can be seen, yet, in some respect they still exist, 
even if only as theoretical constructs. This technology used creatively provides 
the opportunity to visualize these unobservable phenomena that exist and 
change through time and space, and sometimes in response to human 
interaction. 
This medium requires active physical and mental participation of the viewer to 
navigate through the virtual world and, within limitations, choose where to go 
and how long to spend in a place. Lack of motivation will cause the journey to 
stop which parallels the reality of human existence in a way that other art forms 
can not. In relation to the numinous and religious practice this can recreate the 
journey of pilgrimage. 
As it can be seen, although a core element of FPS games is shooting and 
violence, the technology behind the games has unique qualities that make it 
suitable for the exploration and representation of  the numinous. This artwork 
attempts to use these qualities to create an interactive meditative journey that 
evokes the numinous. 
2.3 Political and Religious Games 
Since 1992 FPS games have become a world wide phenomenon and have 
caught the eye of various organizations as a potential tool for propaganda. Titles 
have been developed by both sides of the so called “War on Terror”. In 2003 
Petrilla Entertainment (PE, 2003) released the low budget first-person shooter 
Quest for Saddam (GameSpy, 2003). The game requires players to shoot their 
way through various levels to eventually meet the final ‘boss’ monster, ex-
president of Iraq, Saddam Hussien. 
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In response to this game, A Night of Bush Hunting (SITE, 2006), ironically 
created as a mod1  for Quest for Saddam, was released in late 2006. The game 
was announced by the Global Islamic Media Front in that same way many 
online games are released, with a video trailer and in-game screen shots. The 
final ‘boss’ monster is a caricature of US President George W. Bush.  
Escape from Woomera (EFW, 2004) is a game being developed in protest to the 
incarceration of asylum seekers in Australia in detention centers like Woomera, 
Baxter, Port Hedland, Maribyrnong and Villawood. The game aims to give 
players an interactive, immersive experience of life “within the most secretive 
and controversial places on the Australian political and geographical 
landscape.” (EFW, 2004)  
The Association of Christian Entertainment (ACE, 2007) is an umbrella 
organization for Christian professionals involved in the creative industries and 
specifically the video games industry. Their stated goals include promoting the 
growth of the Christian entertainment industry, developing games that are 
enjoyable and have a wholesome message, and providing a networking forum. 
Another aim is to foster the creation of games with Christian and Biblical 
themes to be used within the Christian community for education and 
edification, and in the outside community for proselytization.  
The Christian Game Developers Conference (CGDC, 2006), orgainized by the 
International Christian Game Developers Association, is an annual conference 
for Christian game developers. The CGDC states that it encourages attendees to 
                                               
1
 Mod: Short for modification of computer games by the public. A ‘partial 
conversion’ adds new items such as weapons, characters and models to the 
game. A ‘Total conversion’ is such a comprehensive modification that it can be 
defined as an entirely new game.  
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apply Christian principles to the games industry and discuss how to integrate 
Christian concepts within games. 
LEFT BEHIND: Eternal Forces (LB Games, 2006) is a recently released real-
time strategy game based on the Left Behind (LaHaye & Jenkins, 2006) series 
of books from Tim LaHaye and Jerry Jenkins. The game is set in the time after 
Christ’s return when the ‘Chosen’ have ascended with Him to Heaven. Those 
‘left behind’ can choose between fighting with the forces of good, the 
Tribulation Forces, or joining the evil Antichrist and his Global Community 
Peacekeepers. 
The game has been criticized by individual Christians for including violence 
and  killing which runs counter to the message of the Gospels. The concept of 
being able to restore a player’s ‘spirit points’ through prayer after killing an 
enemy is described as “a horrible thing to be teaching Christian young people” 
(Allied Press, 2006). 
As can be seen, FPS games are being used by religious and political 
organizations to further their agenda and artists are exploring the technology in 
sometimes serious and sometimes not so serious ways. Another aspect to 
consider in modern games is how religion and spirituality are incorporated into 
commercial games. Two examples are examined here: Elder Scrolls: Oblivion; 
and Prey. 
The FPS/Role Playing game The Elder Scrolls: Oblivion (Bethesda Softworks, 
2007) depicts a Tolkeinesque fantasy world where the player travels around 
freely, defeating foes and undertaking quests. Each town in the game world has 
a temple and attendant priests, dedicated to the local deity. Praying at the altar 
of the temple will dispel the negative effects of spells and cure diseases. 
The temples are incorporated into the game world as a part of the daily life of 
its inhabitants, attempting to provide a realistic portrayal of life. The designers 
should be acknowledged for incorporating a religious element into the game, 
Chris Nelson 2-11 10/18/2007 
religion being a core part of many peoples cultural life, even if the portrayal is 
superficial, simply providing a backdrop for gameplay.  
In the first person shooter game Prey, native American spiritual belief  has been 
incorporated  to provide added dimensions to gameplay. The main character is 
an American Indian endowed with a ‘spirit body’ that can pass through 
obstacles and absorb the power of fallen enemies. The game also plays with the 
laws of physics allowing characters and enemies to walk on the walls, floor or 
ceiling in different sections and use ‘portals’ that open up to different areas in 
the game world. 
Both games illustrate the beginnings of a consciousness of a spiritual dimension 
to human life being reflected in computer games. Still, neither attempt to 
examine this aspect of the human condition to any great depth.  
2.4 Computer Games and Art  
There has been debate in the media (SMH, 2006) and academic circles on 
whether modern commercial computer games can be defined as art. Smuts 
(Smuts, 2005) believes there are games which could be considered art while 
there are also many games which should not be considered art. Ernest Edmunds 
(Edmonds, 2006), an industry spokesperson, argues that games could be 
considered art and suggests ways the industry could move their products 
towards becoming an example of ‘high’ culture. This exegesis is not concerned 
with answering this question although it examines many examples of artists 
using computer games technology as a tool for creative expression. 
Artists use commercial computer games as a medium because writing a fully 
functional 3D application from scratch is a task that takes detailed and in-depth 
technical knowledge, programming experience and thousands of person hours 
of work. Game engines are cheap, designed to take advantage of the latest 
functionality of computer hardware and come with easy to use editors to create 
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game worlds. This makes them the ideal tool for an artist wanting to explore 
interactive 3D technology. 
The Select Parks web site (Select Parks, 2007) is an international resource for 
artists working with computer games and contains an archive of artworks, 
relevant theoretical and technical  articles, links to conferences and online 
forums as well as other useful information. There are already quite a few genres 
of computer game art (Cannon, 2003) including Machinima, In-game 
Intervention and Performance, Site-specific Artistic Game Modifications, 
Artistic Hardware Modification, and Virtual Real-time Performance 
Instruments. Many of the artworks discussed here can be found on, or linked to 
from the Select Parks web site. 
Machinima (machine-cinema) (AMAS, 2006) are short narrative films created 
using computer games. The narrative piece is created in the game and then 
exported to a video file to create a non-interactive short film. Once in this 
format the game is not required to view it. One of the most well known 
examples is the sitcom Red vs Blue (Rooster Teeth Productions, 2007) created 
with Halo and Halo 2 (Bungie, 2007). Red vs Blue is the story of two opposing 
teams in a civil war and parodies first-person shooter games, military life and 
science fiction films. 
The online game Counter-Strike (Valve, 2007) pits a team of counter-terrorists 
against a team of terrorists in a series of goal-based scenarios. Velvet Strike 
(Schleiner, 2002) is an in-game intervention art piece that disrupts the Counter-
Strike environment by placing political, anti-war and/or anti-violence posters, 
termed ‘sprays’ (Figure 2.1 & Figure 2.2), on walls. It is similar to the way 
protest groups place posters or spray paint slogans to get there message across 
in the non-virtual world. 
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Figure 2.1 Velvet Strike: 'My Banner of God' spray by Ji-Bet 
 
Figure 2.2 Velvet Strike: 'No More War' spray by Akiko Yada 
Museum Meltdown (Torsson, 2005) is a series of site-specific artistic game 
modifications based on the games Half Life and Duke Nukem 3D. The 
architecture of Contemporary Art Museums are recreated in the game while the 
first-person shooter gameplay is left intact. Players take a virtual tour of the 
museum killing monsters and possibly destroying artworks on the way. 
Tekken Torture Tournament (Stern & Allen, 2004) is an artistic hardware 
modification of the 1998 Sony (SCE, 2007) PlayStation game Tekken 3 
developed by Namco (Namco Bandai, 2007). In the unmodified game players 
take part in one-on-one martial arts style combat rounds where the goal is to 
knock out the opponent. The modification adds another element to the game 
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where players receive a non-lethal electric shock designed to represent the 
damage done to their virtual avatar.  
With the release of Half Life 2 and its sophisticated physics simulation engine a 
number of virtual Rube Goldberg (Rube Goldberg Inc., 2007) machines 
appeared. They use exploding oil drums, flying girders, falling shipping 
containers and ‘guard’ characters launched into the air, to create highly 
convoluted and entertaining chain reactions in the same tradition as their real 
world cousins. Unfortunately few examples seem to be left on the internet now. 
Fijuu (Oliver & Pickles, 2007) is a virtual real-time performance instrument 
created with the open source rendering engine Ogre (Ogre, 2007).  Using a 
PlayStation game pad users manipulate 3D instruments to create improvised 
music. 
2.5 The Numinous in Mystical Writings 
Numinous experience and mystical experience deal with the same theme: 
personal communion with the Divine. In exploring the numinous, the main 
inspiration and structure for this creative work is taken from the mystical 
treatise The Seven Valleys (Bahá'u'lláh, 1991). This treatise comes from the 
writings of the Bahá'í  Faith and describes the seeker’s spiritual journey towards 
God. The mystical theme transcends any specific religion and is found in all the 
worlds major religions.  
The Bahá'í  Faith is a relatively new, independent, world religion that emerged 
from Iran around 160 years ago. It follows in the footsteps of the Jewish, 
Christian and Muslim traditions and accepts the reality of all major religions. It 
aspires to world unity, harmony between science and religion and the 
elimination of all prejudice. Along with strong social values, the Bahá'í  
writings also address profoundly mystical and esoteric subjects (Bahá'í World 
Centre, 1997). 
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The Seven Valleys describes the journey of the soul from immersion in the 
distractions of the material world to the sublime states of nearness to God 
through seven stages, referred to as ‘valleys’. These stages are: 
• Search 
• Love 
• Knowledge 
• Unity 
• Contentment 
• Wonderment 
• and True Poverty and Absolute Nothingness. 
The first of these stages is the Valley of Search. In this state the journeyer is 
aware of remoteness from God and begins the quest in search of the Beloved. 
The motto of this Valley is unyielding effort, sacrifice and patience. The seeker 
“… seeth all created things wandering distracted in search of the Friend” and is 
told to “… turn away from imitation, which is following the traces of their 
forefathers…” (Bahá'u'lláh, 1991).  
The next stage is the Valley of Love where the seeker has finally caught a 
glimpse of the Beloved and is “…dissolved in the fire of love” (p. 8) In this 
stage the intense love is likened to a ‘refining fire’ (Eliot, 1942b) (Handel, 
1741) that burns away the dross of ego and self and leaves the ‘pure gold’ of the 
‘true self’. 
Next comes the Valley of Knowledge where the seeker “… steps out of doubt 
into certitude” and  “…from the darkness of illusion to the guiding light of the 
fear of God.” (Bahá'u'lláh, 1991 p 11) This is said to be the last plane of 
limitation and we are told that the seeker’s “… inner eye will be open and he 
will privily converse with his Beloved”. 
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This is a state of heightened consciousness where the seeker’s perception of 
reality reaches a new level.  The beginning is seen in the end and justice is seen 
in injustice (Ibid p. 12). The knowledge that the purpose of Creation is to know 
and love God becomes fundamental and the seeker recognizes that all 
calamities lead humanity on in the quest for the Beloved. 
After passing through the Valley of Knowledge the seeker enters the Valley of 
Unity and “… steppeth into the sanctuary of the Friend, and shareth as an 
intimate the pavilion of the Loved One.” Freed from the “cage of self and 
passion” (Taherzadeh, 1974 p 99) the wayfarer, instead of seeing the chaos and 
conflict of the world, recognizes that all things reflect, to their own degree, the 
attributes of the Divine.  
Next is the Valley of Contentment where the seeker “… burneth away the 
veils of want” and “… grief and mourning yield to delight and rapture.” The 
wayfarer “… witnesseth the beauty of the Friend in everything” and “Even in 
fire, he seeth the face of the Beloved.” (Bahá'u'lláh, 1991 p 31) 
The Valley of Wonderment is the next stage on the journey, where the 
wayfarer “… is tossed in the oceans of grandeur,” and “… struck dumb with the 
beauty of the All-Glorious; again is he wearied out with his own life”. 
Following on from this stage is the Valley of True Poverty and Absolute 
Nothingness which is “… the dying from self and the living in God.” Words 
are insufficient to describe this state: “Ecstasy alone can encompass this 
theme…”. This is the final stage in the journey of the soul, the arrival at “… the 
sea of the Absolute”.  
As a mystical treatise The Seven Valleys deals directly with the experience of 
the numinous. The seven stages detail seven different levels of consciousness in 
relation to the world and the Divine. The treatise has been used as inspiration of 
an interactive 3D work of art, created with a First-Person Shooter game that 
tries to capture and evoke the numinous experience described by Otto. 
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First-Person Shooter games have swept across the world in the last fifteen 
years. They have been used in politics, religion and by artists for various 
endeavors. The technology provides a unique type of experience with qualities 
that make it particularly suitable for exploring and portraying, with depth, 
insight and compassion, the experience of the numinous. 
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3 The Seven Valleys 
This artwork attempts to use the computer game Unreal Tournament 2003 to 
creatively interpret the mystical treatise The Seven Valleys. The story of The 
Seven Valleys is a common theme among many religions, so although it comes 
from the Bahá'í scriptures the work tries to present the journey in such a way 
that all users can engage with.  
The work itself is a synthesis of east and west, using Arabic calligraphy and 
Persian chanting along with spiritual music from the Christian tradition and 
modern music from Nick Cave and the Bad Seeds. 
The Bahá'í symbol of the ‘Greatest Name of God’, the nine-pointed star and the 
Taoist yin-yang symbol fulfill essential positions and provide continuity 
through the seven valleys. Allegri’s Misererè symbolizes the divine state of the 
wanderer and is used to link the work together musically. 
The Bahá'í symbol of the ‘Greatest Name of God’ is used throughout the 
artwork to represent the central figure in The Seven Valleys, the goal of the 
journey, the Beloved, who is none other than God himself. The topic of the 
‘Names’ of God and the ‘Greatest Name’ of God can be traced back to Judaism, 
through Christianity and onto Islam with the tradition of the ninety nine “most 
beautiful names” of God (Qur'an 7:179) and the hundredth, ‘hidden’, Greatest 
Name (Lambden, 1993). References to the Greatest Name can also be found in 
Hindu and Buddhist scripture (Faizi, 1998). Thus the symbol of the Greatest 
Name of God both encompasses and transcends any specific religion and is an 
ideal symbol for the Beloved. 
There are many renderings in Arabic calligraphy of the Greatest name. The one 
used as the central figure in this work is shown in Figure 3.1 (Monjazeb, 1990). 
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Figure 3.1 Calligraphic representation of the ‘Greatest Name of God’ (Monjazeb, 1990) 
It reads as Yá Baha'u'l-Abhá' and usually translated as "O Thou the Glory of the 
Most Glorious!". The image is particularly evocative with the letters curling 
upwards to give the impression of the face of a tiger crowned in flame, 
reminiscent of Eliot’s ‘Christ the tiger’(Eliot, 1942a). It conveys the dual 
destructive and creative aspects of God experienced in The Seven Valleys where 
the ego-self is destroyed and the divine nature is manifested through divine 
assistance. The image is at once both powerful and fascinating reflecting the 
two opposing forces found in the numinous. 
The number nine is considered spiritually significant and the nine pointed star is 
often used as an emblem in the Bahá'í Faith (Effendi, 1949, p. 34).  
 
Figure 3.2 Nine-Pointed Star 
The structure of the first five valleys (Search, Love, Knowledge, Unity and 
Contentment) have been based upon the shape of the nine-pointed star. 
Although it is not obvious to the wanderer the use of the nine-pointed star 
provides continuity throughout these valleys. 
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Figure 3.3 Taijitu 
The Taijitu (Figure 3.3),  translated as the “diagram of the supreme ultimate” 
(Wilhelm/Baynes, 1967) and commonly know as the Yin-Yang symbol, is a 
Chinese symbol often used in the West. It describes the relationship between 
the Yin and Yang principles from Chinese philosophy. The Taijitu appears in 
the Valley of Unity. 
The entire artwork is held together by the spiritually haunting choral work 
Allegri’s Misererè.  It is the signature piece and appears throughout the 
artwork, in each of The Seven Valleys and the Introduction, signifying the state 
of divine bliss.  
3.1 The Seven Valleys 
The interactive 3D artwork ‘The Seven Valleys’2 is based upon the Bahá'í 
mystical treatise of the same name. It is comprised of eight distinct sections, 
one for each valley and the introduction. The sections are designed to be 
traversed linearly, although each one stands as a separate artwork and can be 
explored on its own. 
The work has been designed as an exploration of, and allusion to, the often 
subtle and illusive concepts found in the treatise. The user is invited to take an 
experiential journey through The Seven Valleys where they are faced with 
conditions and situations which will motivate them to question, explore and 
                                               
2
 The treatise and the artwork are both called The Seven Valleys. To distinguish 
between the two, the name is italicised when referring to the treatise. 
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attempt to fathom what is being presented. Individual sections contain their own 
mysteries while also telling a collective story. 
3.2 The Introduction 
The stages that mark the wayfarer's journey from the abode of dust to the heavenly 
homeland are said to be seven. Some have called these Seven Valleys, and others, 
Seven Cities. And they say that until the wayfarer taketh leave of self, and traverseth 
these stages, he shall never reach to the ocean of nearness and union, nor drink of the 
peerless wine. (Bahá'u'lláh, 1991, p. 4)  
 
Figure 3.4 Opening scene in the Introduction 
The mystical treatise The Seven Valleys tells the eternal story of the soul’s 
journey from its divine Source through the remoteness of material existence in 
this world to final return to God, its Source.  
Chris Nelson 3-22 10/18/2007 
The work begins at the point before the soul has been drawn away from God. 
Golden spheres rotating around the luminous symbol of the ‘Greatest Name’ 
represent the pure souls. The seeker’s journey begins as one of these souls 
circling in adoration around the Beloved. 
This pure state of divine bliss, represented musically by an excerpt from 
Allegri’s Misererè, is soon interrupted by a call to join with a physical body. 
The wanderer experiences the trauma of birth (Figure 3.5) and is finally 
deposited into the material world, the Valley of Search.  
 
Figure 3.5 Symbolizing birth in the Introduction 
Chris Nelson 3-23 10/18/2007 
3.3 The Valley of Search 
“In this journey the seeker reacheth a stage wherein he seeth all created things 
wandering distracted in search of the Friend. How many a Jacob will he see, 
hunting after his Joseph; he will behold many a lover, hasting to seek the 
Beloved, he will witness a world of desiring ones searching after the One 
Desired.” . (Bahá'u'lláh, 1991, pp. 5-6) 
 
Figure 3.6 Top-down picture of the Valley of Search 
The Valley of Search is the first stage of the seeker’s journey. The soul has 
joined with a material body and been born into the physical world. At this point 
the seeker is aware of the state of remoteness from God and begins the quest in 
search of the Beloved.  
This valley is a large maze created in the shape of a nine-pointed star (Figure 
3.6). It reflects the material world which, from a mystical point of view, 
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confuses, distracts and disorients the seeker, leading away from the ultimate 
goal. At the same time the seeker is surrounded by shadowy, obscured, moving 
images of the Greatest Name. This symbolizes the elusiveness of the Divine 
which, although existing in everything, is obscured by the seeker’s limited level 
of consciousness at this stage. This Valley is dark and monochromatic, 
representing the seeker’s remoteness from God and attachment to the material 
world. 
Figure 3.7 shows the goal at the centre of the maze - the Greatest Name 
swathed in flame. For the observant, the goal is always visible and can be seen 
even from the remotest part of the maze. This reflects the belief that the sign of 
the Creator is in all things, yet limited consciousness blinds people from this 
reality.  
On the journey through the Valley of Search the seeker comes across everyday 
sounds such as trains, birds, the beach and a crowded pub. The doorways that 
lead the seeker ever closer to the Beloved echo with ethereal chanting taken 
from the Misererè. Towards the centre of the maze thunder shakes the ground 
signaling a rise in tension and the imminent meeting with the Beloved and a 
consequent transformation to a new state of consciousness. 
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Figure 3.7 End of the Valley of Search 
When the seeker walks through the flame they are lifted up, transcending the 
limits of this valley, to a point where they can see the entirety of the maze in 
which they have been trapped. They are then transported to the Valley of Love. 
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3.4 The Valley of Love 
And if, by the help of God, he findeth on this journey a trace of the traceless 
Friend, and inhaleth the fragrance of the long-lost Joseph from the heavenly 
messenger, he shall straightway step into The Valley of Love and be dissolved 
in the fire of love. (Bahá'u'lláh, 1991) 
 
Figure 3.8 End of the Valley of Love 
The Valley of Love is dark and sinister in character. Sickly green clouds swirl 
across the sky. The ground is rocky and barren and rivers of lava block the way. 
To move through the valley the seeker must pass through archways, often 
guarded by fire, which transport them to a higher level in the valley closer to 
the goal of the Beloved. 
This Valley is modelled on a volcano reflecting the theme of fire and of the 
lover being “…dissolved in the fire of love” (Ibid p. 8) This love is likened to a 
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‘refining fire' (Eliot, 1942) (Handel, 1741) that burns away the dross of ego and 
self and leaves the ‘pure gold' of the ‘true self'.  
Pain is a strong theme of this valley and the seeker must endure the pain of 
crossing through fire and lava to reach the end. When the seeker passes through 
one of these barriers, the avatar screams out in excruciating pain. 
The landscape is rocky and desolate. The seeker is still far from the Beloved so 
the theme of darkness continues from the Valley of Search. Added to this, the 
colour scheme reflects a gangrenous hue which symbolizes the seeker being 
afflicted with the sickness of love.  
Some of the gates leading the seeker on are in unusual positions, such as just off 
the side of a cliff. To carry on the lover must take a leap of faith and literally 
jump off the edge of the cliff through the gate. 
The first level of this Valley is silent enhancing the feelings of isolation and 
desolation caused by the lover having glimpsed the Beloved and yet having to 
exist in separation from Him. On the second level music can be heard in the 
distance: 'The Mercy Seat' by Nick Cave and the Bad Seeds (Cave, 1998). As 
the seeker continues on, the music gets louder and louder finally reaching a 
crescendo as they stand at the edge of the volcano gazing upon the Goal. The 
final volume is meant to be uncomfortably loud. 
'The Mercy Seat' suits this Valley on a number of levels. It is a song about a 
man on death row facing the prospect of the electric chair. It has strong 
religious (Christian) overtones and reflects the common preoccupation with 
spirituality of those who are suffering, and particularly those who are facing 
death. The line 'The face of Jesus in my soul' reflects the drive of spiritual 
yearning well. The grinding, cacophonic quality of the song talks about pain 
and agony and the inevitability of death: 
I've got nothing left to lose 
and I'm not afraid to die. 
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3.5 The Valley of Knowledge 
And if, confirmed by the Creator, the lover escapes from the claws of the eagle 
of love, he will enter The Valley of Knowledge and come out of doubt into 
certitude, and turn from the darkness of illusion to the guiding light of the fear 
of God. His inner eyes will open and he will privily converse with his Beloved; 
he will set ajar the gate of truth and piety, and shut the doors of vain 
imaginings. (Bahá'u'lláh, 1991) 
 
Figure 3.9 The centre of the Valley of Knowledge 
In this valley the seeker emerges  “…from the darkness of illusion to the 
guiding light of the fear of God.”  The valleys of Search and Love were dark 
and foreboding, unpleasant places while the Valley of Knowledge is like the 
dawn of a new day following a night of storms and turbulence. 
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The Valley of Knowledge is a refuge to the soul, nestled among high snow-
capped mountains like a modern day Shangri-La (Hilton, 1933). Dawn is 
breaking through the clouds and soft dappled light falls upon the peaceful scene 
while soft Persian chanting is heard in the background. In the centre of the 
valley is a pool of clear blue water and a gently flowing fountain. 
Green hedges have been used to limit the user’s view and increase visual 
impact. The curved ribs that create the sense of the outer structure of the scene 
are part of the Greatest Name. The archways along the elevated path are created 
using the same mesh, symbolizing an intrinsic connection to the architecture. 
Again the nine-pointed star forms the basis to the shape of the structure. 
The central shaft of light connects the whole scene, rising from the central pool 
to the Greatest Name at the top of the temple. The glowing spheres are the holy 
souls on their journey towards God.  
 
Figure 3.10 The Greatest Name in the Valley of Knowledge 
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3.6 The Valley of Unity 
After passing through the Valley of Knowledge, which is the last plane of 
limitation, the wayfarer cometh to The Valley of Unity and drinketh from the 
cup of the Absolute, and gazeth on the Manifestations of Oneness. In this 
station he pierceth the veils of plurality, fleeth from the worlds of the flesh, and 
ascendeth into the heaven of singleness. (Bahá'u'lláh, 1991) 
 
Figure 3.11 Top view of the Valley of Unity 
The seeker is now deposited into the abstract beauty of the Valley of Unity 
where, what once appeared to be solid walls of rock, are now seen to be simply 
part of the cosmic flow. Stars slowly move upwards on the outer walls, pockets 
of mysterious coloured mist appear throughout the valley. Everything is 
consumed by a constant monotonic drone punctuated by  occasional snippets of 
dialogue from physics and mystical texts.  
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In the Valley of Unity the seeker is immersed in an abstract representation of 
reality. The structure they are exploring is itself a diagram depicting the 
functioning of the world of creation.  
The whole space evokes questions. It is deliberately abstract and obscure, 
hinting at hidden meaning but ever refusing to spell it out. The work provides 
‘road signs’ pointing the way, but the user must do the work of understanding. 
The inner wall of each of the seven tiers is made up of an outer shell of solid 
rock with an ethereal substance flowing beneath it. This symbolizes the 
difference between the reality perceived by the senses and the reality described 
by physicists and mystics. The senses of sight and touch portray rock as a solid 
and dependable substance while in reality it is something quite different. 
The seeker begins at the top level and works their way down through archways 
similar to those found in the Valley of Love. In each level the aural stillness 
created by the chakra tones is punctuated by occasional voices describing 
theories of physics and quotes from mystical traditions. Stephen Hawking 
provides an overview of the four dimensional view of space-time, while 
Einstein describes his special theory of relativity. 
When the seeker reaches the lowest level they are shown the Source of all 
radiance and of the diverse colours experienced in the Valley of Unity. 
Singularity, the divine Sun, symbolized by the Greatest Name, produces 
duality, represented by the Taijitu, and ultimately produces the multiplicity of 
the created world (Figure 3.12). For a more detailed description of the Valley of 
Unity see Chapter 5 Methodology. 
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Figure 3.12 The Greatest Name as the source of multiplicity 
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3.7 The Valley of Contentment 
In this Valley he feeleth the winds of divine contentment blowing from the plane of the 
spirit. He burneth away the veils of want, and with inward and outward eye, perceiveth 
within and without all things the day of: "God will compensate each one out of His 
abundance." (Qur'án 4:129.) From sorrow he turneth to bliss, from anguish to joy. His 
grief and mourning yield to delight and rapture. (Bahá'u'lláh, 1991, p. 29)  
 
Figure 3.13 The Garden Gallery in the Valley of Contentment 
In the Valley of Contentment the seeker is transported to a pleasant walled 
garden on a warm sunny day. The grass is green and lush and the atmosphere is 
filled with the sense of springtime and renewal (Figure 3.13). 
The outer section is a garden gallery displaying large framed photos from the 
artist’s private collection. The realism of the photographs creates a tension with 
the surrounding ‘not-quite-as-realistic’ virtual environment. Which is the real 
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world; the virtual world or the ‘virtual world’ within this virtual world? There is 
a sense that these photographs are doorways to worlds more real than the virtual 
world they appear in. 
The inner garden is lightly forested and a waterfall cascades gently flowing into 
a stream which surrounds a central island. As the seeker moves through the 
trees they are met with the sounds of children laughing and playing. Crossing 
the bridge to the island, the seeker comes across more innocent laughter and a 
pair of swings moving gently, propelled perhaps by the unseen children (Figure 
3.14). 
Once again the seeker discovers the goal of the journey, the Greatest Name, and 
is taken to the Valley of Wonderment. 
 
Figure 3.14 Child’s swing in the Valley of Contentment 
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3.8 The Valley of Wonderment 
At every moment he beholdeth a wondrous world, a new creation, and goeth 
from astonishment to astonishment, and is lost in awe at the works of the Lord 
of Oneness. (Bahá'u'lláh, 1991, p. 32) 
 
Figure 3.15 Spiral Galaxy in the Valley of Wonderment 
 
Upon entering the Valley of Wonderment (Figure 3.15) the seeker surrenders 
their will to the will of God and is shown the wonders of the universe. They 
pass by Earth rotating in space, then onto the sun, galaxies and other celestial 
phenomena. At this point the user has no control and is simply taken on the 
journey.  
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The valley concludes at a stellar scale image (Figure 3.16) of Da Vinci’s 
Vitruvian Man (Cremante, 2006) overlaid by a rotating spiral galaxy. At the 
centre of the human figure resides the Greatest Name, together symbolizing 
humanity’s divine and celestial nature. 
Turn thy sight unto thyself, that thou mayest find me standing within thee,  
mighty, powerful and self-subsisting.  
(Bahá'u'lláh, 1985 Arabic No 13) 
This picture symbolizes the dual nature of human beings who are at once lowly 
forms of dust and vessels containing the secrets of divine mysteries. The 
relatively tiny microcosm reflects the celestial macrocosm of the universe. 
Dost thou reckon thyself only a puny form  
When within thee the universe is folded? 
(Bahá'u'lláh, 1991, p. 34) 
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Figure 3.16 Vitruvian Man, Spiral Galaxy and the Greatest Name 
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3.9 The Valley of True Poverty and Absolute 
Nothingness  
For when the true lover and devoted friend reacheth to the presence of the 
Beloved, the sparkling beauty of the Loved One and the fire of the lover's heart 
will kindle a blaze and burn away all veils and wrappings. Yea, all he hath, 
from heart to skin, will be set aflame, so that nothing will remain save the 
Friend. (Bahá'u'lláh, 1991, p. 36) 
 
Figure 3.17 Holy souls circling around the Greatest Name 
This is the final stage of the seeker’s journey, the conclusion of their life’s work 
and return to God. 
“We shall not cease from exploration 
And the end of all our exploring 
Will be to arrive where we started 
Chris Nelson 3-39 10/18/2007 
And know the place for the first time.” 
(Eliot, 1942b) 
In this valley the seeker rediscovers the peace and tranquility of giving up the 
ego’s existence and attachment to the material world. The self of God is 
perfectly reflected in the surrendered seeker’s souls, represented as the golden 
spheres reflecting the image of the Greatest Name. After traversing the trials of 
existence in the material plane the wanderer returns to their pure state of 
existence circling around the divine Creator. 
And when thou hast attained this highest station and come to this mightiest 
plane, then shalt thou gaze on the Beloved, and forget all else. (Bahá'u'lláh, 
1991, p. 38) 
The closing scene is of the seeker’s soul joining the other holy souls in a state 
of pure bliss circling around the Greatest Name surrounded by the spiritual 
sound of  Allegri’s Misererè. 
Chris Nelson 4-40 10/18/2007 
4 Methodology 
Although the process of creating each valley was unique in its own way, the 
Valley of Unity provides a good example of how they were created. Certain 
ideas were distilled from the text. A central concept of the Valley of Unity is 
that the spirit animating reality is one spirit, although it manifests itself in many 
ways through the different creatures that exist in the universe. In the same way 
the light that falls upon the earth is the one light that emanates from the sun 
although it manifests itself differently depending upon the qualities of the 
object it falls upon.  
This analogy works well in describing the subtle difference between perception 
and reality. When looking at the world it is natural to ascribe different colours 
to objects, and in one sense this is correct. When an object is lit, we see a 
particular colour. The subtlety is that the colour seen, although intimately 
linked to the object, is actually a product of the reflection of light. If there were 
no light, there would be no colour. Analogously it could be said that what we 
perceive in the world are attributes of the divine Sun. This concept of 
multiplicity only existing as a function of the One is also found in Islam 
(Marks, 2006). 
This central concept was elaborated upon with quotes from other sources such 
as the following: 
"That which hath been in existence had existed before, but not in the form thou 
seest today. The world of existence came into being through the heat generated 
from the active force and that which is its recipient. These two are the same, yet 
they are different. Thus doth the Great Announcement inform thee about this 
glorious structure. Such as communicate the generating influence and such as 
receive its impact are indeed created by the irresistible Word of God which is 
the Cause of the entire creation, while all else besides His Word are but the 
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creatures and effects thereof. Verily thy lord is the Expounder, the All-Wise." 
(Bahá'u'lláh, 1988)  
The quote above explains something of the relationship between God and His 
creation and forms a link between Bahá'í philosophy and Yin-Yang theory from 
classical Chinese philosophy.  
“The Tao begot one. 
One begot two. 
Two Begot three. 
And three begot the ten thousand things. 
 
The ten thousand things carry yin and embrace yang. 
They achieve harmony by combining these forces.” (Tsu, 1973) 
One interpretation of this passage places God as the equivalent of Tao. From 
the singularity of God comes duality, represented by Yin/Yang, from duality 
comes multiplicity. In Taoist philosophy Yin and Yang are also described as the 
Creative and the Receptive (Wilhelm/Baynes, 1967) which closely parallels that 
which communicates “the generating influence” and   “such as receive(s) its 
impact”. 
Another analogy of this system can be found in computers themselves.  
A transistor is a single object, 
A transistor has two states, on and off, 
Through the specific ordering and arrangement of many transistors  a 
computer is created, capable of simulating a virtual 3D world. 
Over time this pattern of singularity–duality–multiplicity produced the 
inspiration for the conceptual structure or the Valley of Unity. Figure 4.1 shows 
a schematic diagram of this structure, made up of three levels, the first 
represents singularity, the second duality and the third multiplicity. 
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Figure 4.1 Conceptual design of the Valley of Unity 
 “For some there are who dwell upon the plane of oneness and speak of that 
world, and some inhabit the realms of limitation, and some the grades of self, 
while others are completely veiled.”  (Bahá'u'lláh, 1991) 
According to The Seven Valleys the world of creation does not change, but our 
level of perception does. Bahá'u'lláh describes three levels: The Plane of 
Oneness; The Realms of Limitation; and The Grades of Self. 
In the diagram the lowest level has been designated as The Plane of Oneness. 
This is the world of God and those who perceive creation on this level have 
truly attained to the Valley of Unity. This has been placed at the lowest level 
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because it is seen as the foundation of all things. God is seen as the source of 
energy for the rest of creation which flows upwards into the other levels. 
Although this is the lowest level in the diagram, it is the highest level of 
perception. 
The second level is The Realm of Limitation. Placing the YinYang symbol on 
this level (Figure 4.2) is my own doing and is not supported by Bahá'í writings. 
This is the level that where “the active force and that which is its recipient” 
come into being through the “irresistable Word of God which is the Cause of 
the entire creation” (Bahá'u'lláh, 1988).  
 
Figure 4.2 The Greatest Name and YinYang symbol in the Valley of Unity 
The third level is The Grade of Self where it appears ‘that conflict hath 
prevailed’ and creation is seen as chaos and multiplicity. This is where the pure 
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white light of the sun has been split into its component parts and all that can be 
seen are the different colours.  
The design for this part of the valley has taken inspiration from Chakra theory 
from classical Indian philosophy (Judith, 1996). There are seven major Chakras 
in the body that relate to physical and spiritual attributes and qualities. Each of 
these has a corresponding colour and tone, both of which are used in the valley. 
The flow of energy upwards from the base of the structure is analogous with the 
flow of Kundalini energy from the Base Chakra. This is a personal synthesis of 
traditions and is not supported by the Bahá'í writings, although it is not disputed 
by them either. 
The final structure of the valley took shape from this conceptual design and is 
shown in Figure 4.3. Seven almost identical levels were created, each based 
upon the 9-pointed star and differing only in their size and colour of the walls 
and mist in the level. The colours were made to match the corresponding chakra 
colour and the levels got smaller the closer they were to the bottom. This was 
done as a purely creative decision.  
The inner wall of each level was made of a coloured texture that gave the 
appearance of volcanic rock with the inner reality flowing within it. The outer 
wall was transparent except for the gentle flow of stars moving upwards, 
looking out onto the blackness of space. Each level was given an aural stillness 
created by the chakra tones and punctuated by occasional voices describing 
theories of physics and quotes from mystical traditions.  
The Greatest Name, radiating out its white light, is at the base of the structure, 
with its energy snaking up from singularity into Yin/Yang duality and up into 
the multi-coloured plurality of reality as most people perceive it. 
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Figure 4.3 Side of view of the structure of the Valley of Unity 
4.1 Technology 
Artists have employed many different media and techniques throughout the 
ages to express ideas, emotions and sensations which border on the inexplicable 
(Clark, 1969).  Painters use transparent layers or glazes in their images. Poets 
juxtapose words against each other to hint at things unseen. First-Person 
Shooter (FPS) games are a recent, compelling and  powerful medium which 
have yet to be thoroughly explored. For artists wanting to work in virtual 3D 
environments, computer games are an accessible and powerful medium. The 
editors supplied provide a rich set of relatively easy to use tools and allow the 
artist to work without the assistance of a programmer.  
Unreal Tournament 2003 is a popular FPS game. The gross geometry of a map 
is defined using BSP (UnrealWiki, 2005) with detailed objects being 
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represented by polygonal meshes. These meshes can be animated using vertex 
interpolation. Where the mesh defines a character, an hierarchical bones 
structure is used for animation. The game is highly customizable, offering a 
scripting language which can be used to respond to events and control objects 
during a game (Epic, 2004). 
Like all well engineered complex software applications computer games are 
made up  of a number of distinct objects broken into discreet layers. Figure 4.4 
shows these objects and layers in Unreal Tournament 2003. The lowest level is 
the Game Engine. The engine is composed of software libraries that carry out 
fundamental tasks such as rendering, artificial intelligence, physics simulation, 
sound and networking. The same game engine is often used in many games.  
To provide custom functionality required by the game, Unreal Tournament 
2003 has an Unreal Script layer that sits on top of the game engine. This 
provides specific objects and procedures essential for the game. The Menu 
Interface and game Maps can be thought of sitting on top of this script layer. A 
Map is a file that defines a game world or game level in Unreal Tournament 
2003. The Menu Interface allows the player to set options and select a Map and 
how it is to be played. 
Unreal Ed is the editor that comes with Unreal Tournament 2003 and is used to 
create game Maps, import custom assets such as textures, static meshes and 
sounds. These assets can then be placed in the Map. Unreal Ed also provides a 
script editor for editing or writing bespoke Unreal
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Figure 4.4 Elements of Unreal Tournament 2003 
 
4.2 Materials  
Materials are used to provide colour and transparency to 3D objects in the game 
world and are extremely important in creating mood and atmosphere. Unreal 
Tournament 2003 provides high quality 32 bit Red, Green, Blue, Alpha 
(RGBA) materials which can be made to pan, stretch or oscillate across a 
virtual 3D surface. These materials can be blended, masked or combined in 
different ways to provide an enormous range of effects (Epic, 2004).  
The game offers a number of different types of materials. Textures refer to 
static bitmap or procedural images and are used as the basis for all other 
materials. Modifiers apply specific effects to materials. These include altering 
colour, panning, scaling, rotating and oscillating. Various parameters determine 
rates and amounts of change for modifiers. Shaders are a more complex 
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material that can take a number of other materials as input for elements such as 
the diffuse map, opacity map and specular map. An environment map is often 
specified for the specular or highlight map of a shader to produce faux 
reflection. Due to the real-time nature of rendering in a game engine no ‘true’ 
reflections exists in the game world, as this would require ray tracing. Instead 
an environment or ‘cube’ map is used. A cube map takes six images, one for 
each surface of the virtual cube, and maps them to a 2D texture. The final image 
changes depending upon the location of the viewer. This provides a rough 
approximation of reflection. Of course such maps can be used in other ways and 
can create some interesting dynamic effects as seen in the Valley of Search. 
Combiners provide various ways to combine two materials together, adding, 
subtracting or multiplying colours. These materials are particularly useful for 
creating dynamic effects such as clouds moving across the sky. Two TexPanner 
materials can be used as the source materials for a combiner. The TexPanners 
can be set to move at different rates or different directions which gives the 
illusion of  dual layer of clouds moving across the sky. An example of this can 
be seen in the Valley of Search.  
Final blend materials determine how transparency is applied to the final 
material. If the material has an alpha channel it can be applied in different ways, 
or the RGB values can also be used to determine transparency. The material can 
be made to look like glass, or can be completely invisible. 
Transparency and translucency have long been used in art to convey the quality 
of other-worldliness. A good example of this is the representation of ghosts in 
film which are often semi-transparent. Thus the ability for materials to 
faithfully reproduce different levels of transparency is important in representing 
the numinous. 
The image formats found in Unreal Tournament 2003  provide different levels 
of quality in reproduction of alpha transparency. The formats supported include 
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DirectX  Texture Compression (DXTC) and Targa. Three DXTC formats are 
provided: DXT1, DXT3, and DXT5. All use four bit compressed colour but 
differ in the way they handle alpha transparency. DXT1 supports one bit alpha, 
so is best suited for opaque images or those with a single transparent colour. 
DXT3 provides a four bit explicit alpha channel, allowing sixteen distinct levels 
of transparency. For each compressed block, DXT5  stores two eight-bit alpha 
values, where 0 is fully transparent and 255 is fully opaque, and interpolates 
between them using up to 6 three-bit values (Microsoft, 2003). Thus DXT5 is 
required where a smooth gradient of alpha transparency is required. 
All DXTC formats are compressed and thus lose some quality in the 
compression process. Targa files use up to eight bits per channel for Red, 
Green, Blue and Alpha (RGBA) and can be stored without compression, thus 
providing a loss less format. The drawback is the large file size of the texture. 
Overall the reproduction of alpha transparency in Unreal Tournament 2003 was 
not found to be accurate or subtle enough when a smooth gradient was required. 
Distinct bands of transparency were created even when using the uncompressed 
Targa format. This may be a limitation of the rendering engine itself rather than 
the image format. 
4.3 Geometry 
The gross geometry of the game world, including the worlds borders, is 
represented using a type of geometry called a Binary Space Partitioning tree, 
commonly referred to as BSP. The detailed geometry in the game world is 
created using polygonal meshes, referred to as Static Meshes in Unreal 2. 
Polygonal meshes are modeled in an external application such as 3DS Max and 
imported into the game. Both types of geometry have materials mapped onto 
them to give them colour and transparency.  
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4.4 Animation 
There are three types of animation employed by the Unreal 2 engine: Movers, 
Bones and Vertex Animation. Each provides different characteristics and are 
suitable for different tasks. 
Any Static Mesh geometry can be added to the Map as a Mover. Movers can be 
translated or rotated in space using a system of key frames the game engine 
interpolates between to create movement. This type of animation is useful in 
creating opening doors and elevators. 
Characters are animated using a system of interconnected bones which behave 
something like the bones and joints in the human body. Animated sequences are 
created in an external application such as 3DS Max and imported into the game. 
Although bones were designed for character animation they can also be used to 
animate other objects such as an articulated arm. 
Vertex animation is the most flexible type of animation available in the Unreal 
2 engine. Each vertex of a polygonal mesh can be animated allowing effects 
such as morphing between one shape and another. In previous versions of the 
game engine characters were animated this way, this has since been replaced 
with the more efficient Bones animation. 
Vertex animation is created in an external application such as 3DS Max and 
imported into the game. An example of vertex animation is the swing at the end 
of the Valley of Contentment. 
4.5 Matinee  
Matinee is a tool in Unreal Ed used to create non-interactive ‘movies’ in Unreal 
2 maps. A number of effects are available including fades and motion blur as 
well as the ability to control animations and scripts in the map. Matinee was 
used to create movies for some of the valleys, including the Introduction and 
the Valley of Wonderment. 
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4.6 Emitters 
Emitters, also known as Particle Systems or Particle Emitters, are used to 
simulate effects such as fire, explosions and rain. They can also be used to 
create more surreal effects such as will-o-wisps, fog that changes colour and 
rotating, ethereal spheres. In the simplest terms, emitters instantiate and animate 
objects in virtual space. They are common in 3D applications and are used to 
create many of the visual effects seen on television and in movies as well as 
games. 
In Unreal Tournament 2003 there are four types of particle emitters 
(Vandevenne, Hendriks, & Lin, 2004): sprite, mesh, spark and beam. Sprite and 
mesh emitters will be discussed here, spark and beam emitters have not been 
used in the work.  
The two types of emitters are very similar with the main difference being the 
type of objects they create. As the name suggests sprite emitters spawn sprites 
and mesh emitters spawn static meshs. Static meshs are a type of 3D geometry, 
while sprites are alpha blended 2D textures mapped onto a plane in the game 
world. The sprite plane is always perpendicular to the players view meaning the 
image can only be seen from the one angle, i.e. the front. Sprites can provide 
the illusion of a 3D object. For example, a sprite image of a circle will always 
look like a circle regardless of where the viewer is, so it gives the illusion of a 
sphere. This ‘trick’ can be used to great effect to create fog, clouds and lights 
with a corona. 
Objects are instantiated in an area defined by the user and can be animated in 
different ways. One of the most common uses is to give the objects velocity and 
acceleration. For instance, rain particles (sprites that look like rain drops) are 
given velocity and acceleration towards the ground that closely matches real 
rain. 
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Objects can also have their scale animated over time which is used to create 
realistic looking flame as the sprites are scaled as they travel upwards from the 
source of the flame.  
The colour of sprites can be animated allowing the beginning colour and final 
colour of the sprite to be set. The colour is then interpolated over the life time of 
the sprite. 
Emitters are used throughout The Seven Valleys to create visual effects. The 
golden spheres rotating around the Greatest Name in the Introduction, the 
coloured fog in the Valley of Unity and the waterfall in the Valley of 
Contentment are all done using emitters. 
4.7 Audio 
Sound and music are essential elements in providing basic sound effects and the 
important task of setting the mood of the world. The implementation of audio in 
the Unreal 2 game engine is quite disappointing. Some basic functions are 
missing and a number of included functions do not work. As a whole the audio 
engine in Unreal 2 appears to be very underdeveloped and shackled together 
from a previous version of the engine. 
There are two different categories of audio in Unreal 2: ‘Sounds’ and ‘Music’. 
The function of each can be paralleled with the use of audio in movies. 
‘Sounds’ provide incidental sound effects while ‘music’ plays the role of 
background music in a similar way to a movie score. Unreal ‘sounds’ can be 
placed in the game world and appear to come from a point in that space using 
5.1 surround sound. ‘Music’ remains constant throughout the game world.  
Although the Unreal 2 engine is considered quite old technologically, it 
provided a very powerful medium in which to create The Seven Valleys. Its 
ability to render complex Static Meshs combined with its sophisticated system 
of Materials supporting alpha transparency  facilitated the creation of objects 
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that appear in the work. Emitters were utilized to produce a number of effects 
including the golden globes representing the souls circling the Greatest Name. 
Vertex animation allowed the realistic movement of the swing at the end of the 
Valley of Contentment, and Matinee was invaluable in creating the non-
interactive sequences that appear throughout the work. Despite the limitations 
of the audio the reproduction of music and particularly triggered sounds worked 
very effectively. The only glitch was in the transition between music at the end 
of the Valley of Love due to the lack of a fade function. The next version of 
Unreal Tournament 2003  is due to be published in early to mid 2007 which 
will provide more up to date functionality and hopefully fix many of the sound 
problems in the current engine.  
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5 Conclusion 
As has been demonstrated First-Person Shooter (FPS) games are a relatively 
young but powerful medium with considerable untapped creative potential. 
Although the technology has been developed to provide entertainment it is now 
being used for other endeavors. Political and religious groups are using it to 
further their aims and artists are exploring its creative applications. 
Throughout history religion, spirituality and the numinous have been deep and 
fundamental aspects of human experience on a personal and community level. 
Using the Bahá'í  mystical treatise The Seven Valleys as inspiration this artwork 
has explored the concept of the numinous using the FPS game Unreal 
Tournament 2003. In doing so, the medium has been applied to an area 
previously uncharted. Utilizing specific capabilities of the technology has shed 
new light on the topic of the numinous and allowed people to look at it in a way 
previously unavailable. The fact that the whole work exists as a virtual world 
gives credence to the claim of religions that other spiritual worlds, perhaps with 
other states of being or consciousness, exist apart from, or even within, this 
world. 
The altered and sometimes heightened aspects of the virtual world help to add 
tension to the experience and focus the viewer. The change in the laws of 
physics that allows the child’s swing at the end of the Valley of Contentment to 
move by itself in a realistic but slow-motion state,  draws the viewer in with a 
mixture of fascination and the hypnotic  rhythmic effect. The translucent walls 
reflecting the greatest name in the Valley of Search create a dynamic, other-
worldly effect which is difficult to create in other media. 
Being required to drive the work puts the viewer in the shoes of a pilgrim 
undertaking a sacred journey. Although the trip is not as long and arduous as 
real world pilgrimages they need to maintain the will and commitment to 
continue. Unlike film and video, if the viewer gives up the journey ceases. 
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As a concrete example of a world within another world FPS games bring up 
questions about reality and how it is perceived. It can be observed that what is 
seen as 3D space on a computer is not what it seems to be. A virtual world has 
many manifestations depending on how it is looked at. At once it is: an 
independent world;  the physical components of a computer; machine code 
instructions and data in computer memory; ones and zeros represented by 
transistors; and pure electricity. This model fits quite well with the way creation 
is described in the Valley of Unity. This raises the question: Are virtual worlds 
a useful metaphor for understanding more about ourselves and our own world?  
An interesting outcome of this project is that although it was designed with 
specific creative outcomes in mind, it has gone beyond these. Going through the 
valleys reveals beautiful and evocative compositions that were never intended 
in the initial design. This is due to the interactive nature of the medium that 
allows viewers to wander around the work and discover their own unique and 
personal views. The closest analogue would be with architecture which by its 
nature allows people to develop their own personal view and relationship with 
the structure. It would be interesting to introduce dynamic elements into the 
virtual world to facilitate this phenomenon. Adding a sun, for instance, that rose 
in the morning, traversed the heavens during the day, and set at night, would 
change the scenes continuously, providing more opportunities for the viewer to 
discover their own personal view of the work. 
Another unexpected outcome was the effect of placing photographs of the real 
world in the virtual world. They are framed and ‘hung’ on the outer brick wall 
in the garden gallery of the Valley of Contentment. While in the virtual world, 
the mind, conforming to the notion of the willing suspension of disbelief, 
accepts the level of realism as it is depicted. Coming upon something that 
breaks this level of expectation and depicts a world more ‘real’ than the world 
the viewer is in seems to create a tension: both are familiar, but photographic 
reality does not belong in this world. There is even a sense that the photographs 
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must be portals to a more realistic world beyond. This is a particularly 
interesting phenomenon that demands further investigation. 
An element disappointingly lacking sophistication in the medium is in the area 
of music. Background music influences the mood in an interactive scene as 
much as it does in movies. The difference with FPS technology is that the 
character has a choice of where to go, what to do and when to do it. This makes 
it very difficult to create a score in the same way as it is done in film. A system 
that could seamlessly change the music to match the state of the character 
would help to overcome this limitation. 
The technology behind FPS games provides a new and rich medium for artists 
to explore. There is no doubt its uses go beyond that of providing trivial 
entertainment and can be applied to serious endeavors. Further than this, it has 
unique qualities that are not found in more established media such as film and 
literature that give it an edge when examining areas such as the numinous. 
Although the medium is yet to reach maturity and is still used primarily for 
entertainment, The Seven Valleys demonstrates it is capable of being employed 
to explore the human condition with depth, insight and compassion.  
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Appendix 1 
 
0.1 Overview of The Seven Valleys 
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Glossary 
Binary Spaced 
Partitioning Tree 
(BSP) 
A method of representing 3D geometry in a computer. 
Computer games Games played specifically using a personal computer 
rather than a console or other device. 
First-Person 
Shooter 
(FPS) 
A video game genre that is played from the first-person 
perspective and focuses on moving and shooting. 
FPS See First-Person Shooter 
Game Engine A set of software libraries that carry out fundamental 
tasks such as rendering, artificial intelligence, physics 
simulation, sound and networking. The same game 
engine is often used in many games. 
Greatest Name (of 
God) 
Bahá'í spiritual symbol. It reads as Yá Baha'u'l-Abhá' and 
usually translated as "O Thou the Glory of the Most 
Glorious!" 
Machinima Short narrative films created using computer games. 
Map A file used to define a game level in Unreal Tournament 
2003 
Materials Used to provide colour and transparency to 3D objects in 
the game world 
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Mod Short for modification of computer games by the public. 
A ‘partial conversion’ adds new items such as weapons, 
characters and models to the game. A ‘Total conversion’ 
is such a comprehensive modification that it can be 
defined as an entirely new game. 
Numinous 
 
The a priori non-rational human response to religious 
experience; (experience) close or direct contact with the 
Divine 
Polygonal mesh A set of interlinked polygons usually used to represent 
solid objects. 
Taijitu The “diagram of the supreme ultimate” and commonly 
know as the Yin-Yang symbol. 
Unreal Ed The editor that comes with Unreal Tournament 2003 and 
is used to create game Maps, import custom assets such 
as textures, static meshes and sounds. 
Unreal Script The bespoke scripting language used in Unreal 
Tournament 2003 and the Unreal 2 game engine. 
Vertex interpolation A form of animation where key frames are set for 
vertices of a polygonal mesh and the position is 
interpolated between the key frames over time. 
Video games Games played on a personal computer,  console, mobile 
phone or other device. 
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